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ABSTRACT 
 
Name : Wahyuni Ramadani 
Reg. Number : 20400115075 
Department/Faculty : English Education/Tarbiyah and Teaching Science  
Title : The Influence of Word Chain Game on Increasing the 
Eighth Grade Students’ Vocabulary at MTs Barana 
Jeneponto 
Consultant 1 : Dr. H. Wahyuddin Naro, M.Hum. 
Consultant 2 : Nur Aliyah Nur, S.Pd.I., M.Pd. 
 
The research aims at finding out the influence of Word Chain Game in 
increasing the students’ vocabulary with two research objectives: to find out 
whether word chain game has the influence to increase students’ vocabulary and 
to find out the extent to which the influence of word chain game to increase the 
students’ vocabulary. This research was conducted at MTs Barana Jeneponto 
Regency in Academic Year 2018/2019.  
In this research, the population was 60 students in the eighth grade. The 
sample was 40 students. There were 20 students in Class VIII A as experimental 
class and 20 students in VIII B as controlled class. The research applied non 
equivalent control grup design. The instrument used to collect the data was writing 
test, in fill in the blank form. 
The research findings showed that the eighth grade students of MTs Barana 
Jeneponto got score on pre-test with the mean score 50.5 which classified as fair. 
After giving treatment the students got improvement, they got score with the 
mean score 65.5 which classified as fairly good. The result of the data analysis 
indicated that there was a significant improvement in the students’ vocabulary 
after being taught using Word Chain Game. It was proved by the result of the 
statistical analysis of the level significance P = 0.05 with degree of freedom (df) = 
38 indicated that the t-test values of the students’ vocabulary (2.492) was higher 
than t-table value (2.042).  
Based on the result of analysis, the researcher concludes that using Word 
Chain Game was effective to improve the students’ vocabulary at the eighth-grade 
students’ of MTs Barana Jeneponto, because Word Chain Game has an effective 
way to treat students for memorizing vocabulary well and make students glad to 
learn English especially vocabulary. Therefore, word chain game also gives 
opportunities for the development of teachers, learners, and learning itself.  Those 
opportunities can increase students motivation and responsibility, a student-
centered approach based on individualization, and also accepting the new and 
dynamic learner's and teacher's roles. 
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CHAPTER I 
INTRODUCTION 
This chapter discusses the research background that leads to research 
problem, research objectives, research significances, research scope and 
definitions of operational variables. 
A. Background 
Language is an important aspect of our daily life. It is deemed the 
language is used to communicate with other people. Language is a set of 
rules by a human asa tool of their communication. Furthermore, It is used to 
communicate our thoughts and ideas. It can be concluded that language is a 
very important means of communication, as a tool used by human to 
communicate their thoughts and ideas. Moreover, they can interact one to 
another communicatively with other people from different countries. It is 
also explained from the holy Quran in Ibrahim verse 4 as follows: 
   َي نَم يِدۡهَيَو ُٓءاَشَي نَم ُ َّللَّٱ ُّلِضُيَف ۡۖۡمُهَل َن ِّيَبُِيل ۦِهِمۡوَق ِناَِسلِب َِّلَّإ ٍلوُس َّر نِم اَنۡلَسَۡرأ ٓاَمَو                             ُٓءاَش                   
 ُميِكَحۡلٱ ُزيِزَعۡلٱ َوُهَو٤        
We send not an apostle except (to teach) in the language of his (own) 
people, in order to make (things) clear to them. Now Allah leaves 
straying those whom He pleases and guides whom He pleases: and He 
is Exalted in power, full of Wisdom. (Ibrahim: 4). (Ali 2005, p:85) 
From the Quran verse above, it can be seen that a language was used as 
a tool given to people by God to communicate with others. People can’t 
interact with other people without using a language. In education, we can 
mention an apostle here as a teacher, and the teacher will use the students’ 
language to convey the subject in order to make the students understand the 
subject. It can be concluded that a language is a tool that the 
1 
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people used to interact with another to express their ideas, thoughts, and 
feelings. 
Vocabulary is one of the most important language components in 
learning English. Learning vocabulary can help students in studying English 
and support them in mastering the other language components. 
Comprehension and production will hamper because of lack of vocabulary 
(Nation, 2001). The great teaching strategy is very important to make the 
teaching and learning process in the class work fluently and to make a 
condition in the class more conducive. One of the great strategies in 
teaching a language is game that helps the teacher maximize the students 
use language in a less formal situation Sanchez, et al. (2007). 
Vocabulary is one of the English sub-skills that must be taught to the 
students because vocabulary has an important role in all language skills. 
Wilkins in Hornby (2002:13) stated that without grammar very little can be 
conveyed, without vocabulary nothing can be conveyed. In other words, the 
first thing that has to be mastered in learning language is vocabulary.  
In learning a foreign language, vocabulary plays an important role. It is 
one element that links the four skills of speaking, listening, reading and 
writing all together. In order to communicate well in a foreign language, 
students should acquire an adequate number of words and should know how 
to use them accurately. 
Usually, vocabulary is taught through memorizing words. For teacher 
creating English teaching effectively and efficiently is not an easy job, 
3 
 
 
 
therefore, that the English teacher must be able to organize teaching and 
learning activities. 
As one of the basic parts in English, vocabulary is one of English 
components or sub-skills that must be taught to the learners and vocabulary 
has the primary role for all languages. Moreover, some researchers 
regarding that vocabulary are more important than grammar which 
underlined “no matter how well the students learns grammar” other words 
the first that to be mastered for language learner in learning language 
especially English is vocabulary. (Rahman: 2016). 
A good vocabulary is a vital part of effective communication. A 
command of many words will make you a better writer, speaker, listener, 
and reader. In contrast, a poor vocabulary can seriously slow your reading 
speed and limit your comprehension. Studies have shown that students with 
a strong vocabulary and students who work to improve a limited vocabulary 
are more successful in school. One research study found that a good 
vocabulary, more than any other factor, was common to people enjoying 
successful careers. (Gultom: 2018). 
Based on the observation that conducted at MTs Barana Jeneponto 
on February, 28 2019, the researcher found some problems related to the 
vocabulary teaching and learning process. The conventional way strategy is 
usually used in learning English make the students have a problem in 
mastering vocabulary. They can not pronounce the vocabulary correctly. 
They also make mistake in writing the vocabulary. These mistakes also 
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make they were lazy to memorize the unfamiliar words that they heard or 
read in the text.  
There were two factors that influence the low level in mastering 
vocabulary: internal and external. The internal factors are less motivation 
on the students, lack of practice, learning style, less interest, and etc. The 
external factors are environment, teacher’s performance, teaching approach, 
friends, strategy, media, tool, etc. 
There are many kinds of game in teaching vocabulary. In this case, 
the researcher chose one game. The researcher used the word chain game in 
the learning process. The used of a game in teaching considered is one of 
the solutions. One of the games can be used to solve the problem in 
teaching English vocabulary is using the word chain game. 
The reason why the researcher chose word chain game is believed as 
an effective way to increase student’s vocabulary achivement. In this case, 
the writer chosen word chain game in English teaching learning process 
because according to Adatochika (2015), word chain game is one of the 
games in which students can express their English vocabulary when they 
speak in teaching learning process. Therefore, when the students play a 
game they should mention the word. By using this game, the students will 
be more interactive and think critically that will make students more active 
in English learning process. 
Based on the problems above, the researcher focused on "The 
Influence of Word Chain Game to Increase Students’ Vocabulary at The 
Eighth Grade Students at MTs Barana Jeneponto”. The researcher was 
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looked down on the field to see if Word Chain Game has the Influence or 
not to increase the vocabulary of the Students. 
B. Research Problem 
Based on the previous background that had been explained above, the 
researcher formulated the problem as follows: 
“To what extent is the Influence of Word Chain Game to increase the 
Eighth Grade students’ Vocabulary at MTs Barana Jeneponto?” 
C. Research Objective 
Related to the research problem above, the research objectives was: 
“To find out the extent to which the Influence of Word Chain Game to 
increase the Eighth Grade students’ Vocabulary at MTs Barana 
Jeneponto.” 
D. Research Significances 
By conducting this research, the researcher expected wholeheartedly 
that the significances in teaching especially in teaching vocabulary as 
follows: 
1. Theoretical Significance 
The researcher truly expected that the readers, students, teachers or 
people, in general,  would get a lot of new knowledge related to this 
research. For instance, at least they knew what Word Chain Game is and, 
also they can apply it in their learning process. So, their 
motivationincreased and learnt vocabulary was fun for them because their 
ability inunderstanding text was also increased. 
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2. Practical Significances 
a. For Students 
The researcher expected that the students were enjoyed to 
learn vocabulary and then they can  memorize and understand words 
easily. 
b. For Teachers 
The researcher expected that they can use this strategy in 
teaching vocabulary in the classroom even just as a basic reference to 
teach vocabulary so that the learning process was fun and more 
guided. 
c. For Other Researcher 
The researcher expected that other researcher who will do 
further research about vocabulary. 
E. Research Scopes 
The scope of this study focused on the function of productive 
vocabulary in adjective word class student through Word Chain Game. The 
game to be used in this research is how the students compete to mention a 
new word based on the previous word but theyfocused on the last letter from 
the previous word. The word that was presented will be made as attractive as 
possible so that the students were always enthusiastic in following the lesson 
session and to enrich the vocabulary in every students' thinking. 
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F. Operatinal Definition of Terms 
There were two component was discussed in this research like 
Word Chain game,and Vocabulary. 
1. Word Chain Game 
In this research, word chain is a game that is prioritized how the 
students compete to mention a new word based on previousplayer but 
was focused on the last letter in previousword. This game was 
conducted on some groups. Every groups consist of 5 members. Every 
groups who were the fastest to finish this game was the winner. 
2. Vocabulary  
In this research,Vocabulary is one of the element which would 
helped students in terms of composing words and being able to 
memorize the words that was given by the researcher. 
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CHAPTER II 
LITERATURE REVIEW 
The chapter is divided into four main sections, they are reviews of related 
research findings, partinent ideas, theoretical framework and hypothesis. 
A. Review of Related Research Findings 
 Regarding the influence of word chain game  on students’ vocabulary, there 
are some researchers that have conducted  studies on this topic: 
 The first study was conducted by Izzah (2014) conducted “Use of Word 
Chain Game to Improve Vocabulary Mastery of the Eight Grade Students at SMP 
N 3 Kalibagor 2014/2015”. She found the result o f the study showed that the 
used of word chain game could improve the students' vocabulary mastery in the 
english teaching learning process. The students were happier following the 
teaching learning process. They actively interacted each other and followed the 
teaching learning process enthusiastically. 
 The second study was conducted by Yanti (2017)“The Implementation of 
Word Chain Game to Improve the Mastery of English Vocabulary”. She found 
the result of this research showed that experimental teaching helped the students 
to improve their mastery of English vocabulary because the students gave the 
positive respond, they felt enjoyable in learning English vocabulary by applying 
Word Chain Game, and they felt easily to recall their memories about the 
vocabulary they have known before. For the tests showed that the mean of post-
test score (71,8) was higher than the mean of pre-test (63,8). In answering the 
questionnaire most of the students gave the good respond in answering 
questionnaire. The writer also analyzed the hypothesis of this research and it 
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showed that alternative hypothesis (Ha) was accepted and null hypothesis (Ho) 
was rejected. In this research, the writer will be very pleased to accept any critics 
and suggestions to make this thesis better. 
 The third study was conducted by Gultom Gultom (2018) “The Effect of 
Using Word Chain Game on the Students’ Vocabulary Mastery at Seventh Grade 
of MTs SKB 3 Menteri Bingkat in Academic Year 2017/2018”. She found the 
result that, the students' mean score of post test is higher than the students mean 
score of pre-test. The formula that used to analyze the data was t-table was. The 
result of t-test was higher than t- table. The researcher found that the mean of 
pre-test in experiment class was 73.75 and control class was 68.125. Mean of 
post-test in expeiment class was 84.625 and control class was 76. it was found 
that t observation was 2.73, whereas the t table was 1.994 for α = 0.05. The t 
observation was higher than t table (2.73 1.994), so Ha was accepted while Ho 
was rejected. It means that there was significant effect of using word chain game. 
 The researcher conlcuded from findings above tha there were similar in this 
research and previous research aims to teach vocabulary by using word chain 
game to improve the value and the effective of results, but there are some 
differences in this research and previous research is the first subject on some 
previous researcher focus on students in University while this research will be 
focused on students of MTs Barana. The second is the technique of previous 
researchers that only focused on teaching to produce an effective value, but in 
this research, in addition to teaching, the researchers provided techniques to 
improv students' vocabulary when they memorize something through game and 
this research used quasi-experimental design to prove whether influence of word 
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chain game in teaching vocabulary was effective or not to students. This research 
took a place at MTs Barana Jeneponto. 
B. Partinent Ideas 
1. Concept of Vocabulary 
a. Definition of Vocabulary  
 According to Oxford learner’s pocket dictionary (2008), vocabulary is 
all the words that a person knows or uses. Vocabulary is all the words in a 
language. Vocabulary also lists of words with their meaning. Moreover, 
according to Cambridge dictionary (2008), vocabulary is all the words that 
exist in a particular language or subject. 
According to Harris and Hodges (as cited in Israel, 2008) “vocabulary 
is a tool to communicate known words with others”. It means vocabulary is 
the main goals in learning English and vocabulary is the important aspect 
for students to master their skill to read, listen, write, and speak English.  
Richards and Renandya (2006) mention that vocabulary is the center 
segment of language proficiency and gives a great part of the premise to 
how well learners speak, listen, read, and write. Furthermore, Nunan (1999) 
states that vocabulary is a rundown of target language words. It can be said 
that vocabulary is one of the language components that must be learned in 
learning English. 
In teaching English, vocabulary should be used consistently. 
Billmeyer said: “Students must use a word between six and fourteen times 
before they are capable of using it independently”. It means thatss students 
must be diligent in using the vocabulary that has already known. That is the 
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way the teacher needs to apply the best method and the interactive way in 
teaching English vocabulary to make students interested in developing their 
vocabulary. 
From the definition above, the researcher concludes that Vocabulary 
is one of the most important element in learning English. Without 
vocabulary, people will have difficulty speaking, writing, and reading in 
English. Because vocabulary is the main ability that must be mastered by 
students so that they can know a lot of vocabulary. 
b. Kinds of Vocabulary 
 Some experts divide vocabulary into two types: active and passive 
vocabulary. Harmer distinguishes between these two types of vocabulary. 
The first type of vocabulary refers to the one that the students have been 
taught and that the students have been taught and that they are expected to 
be able to use. Meanwhile, the second one refers to the words which the 
students will recognize when they meet them, but which they will probably 
not be able to pronounce. Haycraft, quoted by Hatch and Brown indicate two 
kinds of vocabulary, namely receptive vocabulary and productive vocabulary. 
 To teach vocabulary, there are two kinds of vocabulary that should be 
familiar with vocabulary can be divided into two kinds, namely receptive 
vocabulary and productive vocabulary. Receptive Vocabulary, 
1) Receptive Vocabulary 
 Receptive vocabulary is larger than productive one. Vocabulary or 
words we recognize when we see or hear them, usually in reading and 
listening. Gaims and Redman stated that receptive vocabulary as the 
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language items can only be recognized and comprehended in the context 
of reading and listening material. It can be concluded that: Receptive 
vocabulary is words that can’t be produced properly but understood 
through reading and listening activity and it requires a reader to 
associate label as in reading or listening. 
2) Productive Vocabulary 
 Productive vocabulary is involved in using the words to stand for the 
meaning it represents and being able to think of suitable for the word if 
there are any. Productive vocabulary includes words that we use when we 
speak or write. Jackson define that the words that we use in our own 
speech and writing are called productive are active vocabulary. Gaims and 
Redman states that productive or active vocabulary means language items 
which the learners can recall and use appropriately in speech or writing. 
 In conclussion from the explanation about kinds of vocabulary above, 
it is so important for teachers and learners to know and understand the 
kinds of vocabulary before doing the process of teaching-learning 
vocabulary. We can develop our vocabulary throughout our whole lives, 
we can learn new words and explain our knowledge from our experience. 
Moreover, the vocabulary itself has different dividing of vocabulary kinds 
which can also affect teaching-learning instruction and objectives. 
 Vocabulary also can be divided based on language skills, they are: 
1. Reading Vocabulary 
  A literate person’s reading vocabulary is all the words he or 
she can recognize when reading. This is generally the targets type of 
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vocabulary simply because a reader tends to be exposed to more words 
by reading than by listening. 
2. Listening Voca\bulary 
  A person’s listening vocabulary is all the words he or she can 
recognize when listening to speech. This vocabulary is aided in size by 
context and tone of voice. 
3. Speaking Vocabulary  
  A person’s speaking vocabulary is all the words he or she uses 
in speech. It is likely to be a subset of the listening vocabulary. Due to 
the spontaneous nature of speech, words are often misused. This 
misuse- though slight and unintentional may be compensated by facial 
expression, tone of voice, or hand gestures. 
4. Writing Vocabulary  
  Words used in various forms of writing from formal essays to 
writer feds. Many written words do not commonly appear in speech. 
Writers generally use a limited set of words when communicating. For 
example: if there are a number of synonyms, a  
writer will have his own preference. 
 ٌرَطَتۡس ُّم ٖريِبَكَو ٖريِغَص ُّلُكَو٣٥  
The meaning: 
“and everything, small and big, is written down” (Al-Qamar 54:53). 
 
2. Word Chain Game 
a. Definition of Word Chain Game 
 Word Chain Game is one of the games used in teaching language 
learning for English as a Second Language (ESL) or English as a Foreign 
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Language (EFL). Firmansyah and Adi mention that Word chain game is a 
well-known game that has been applied in language teaching class for a long 
time. Meanwhile, Robico states that word chain game is a common game 
that used for English-Speaking game. Based on those opinions, it can be said 
that word chain game is one of the games can be used by the teacher in 
language teaching process. It is also explained from holy Quran in Abasa 
verse 24 asfollows: 
 ٓۦِهِماَعَط ََٰىِلإ ُن ََٰسن ِۡلۡٱ ُِرظَنيَۡلف٤٢ 
“Then let the man take care of his food”.  
It means that the human should think to make someone creative. 
In Japan, Word Chain Game well-known as Shiritori game. The 
Japanese give the definition to Shiritori game as a Japanese Word Chain 
Game. Hyakka argues that Shiritori game is a word game played by making a 
chain of word sand each of players must say a word which is starting with 
the last syllable of the word that has already given by the previous player. 
Word chain game specially used in vocabulary teaching learning 
process. Adachitoka says that “someone says a word, and the next person has 
to say a word that starts with the last letter of the previous word”.  
Moreover, Robico defines word chain game as a game to create a new word 
by taking the last letter of the previous word. So, each of players must say 
word by word when they play this game. In other words, they will try to 
recollect all of their vocabularies that they have known before. It means, the 
writer can say that the rule of this game suitable to improve the mastery of 
English vocabulary. 
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Using games in teaching language. Nowadays, game is used as 
technique in teaching English because teaching English as foreign language 
is not an easy task for people and in order not to get bored soon, teacher 
needs to create fun in the process of teaching and learning. According to 
Dory, “one of the strongest beliefs about foreign language teaching is that 
whole process of teaching and learning should be fun”. It’s means that games 
help and encourage many students to sustain their interest in learning 
English because they are amusing, interesting and challenging. Playing 
games in the classroom develops the ability to cooperate well, to compete 
without being aggressive and to become a winner, games also can be used to 
give practice in all language skills. 
Here is the verse of Holy Quran about nature as the learning source: 
 ٖجوُُرف نِم  َاَهل اَمَو َاه ََّٰنَّيَزَو َاه ََٰنَۡيَنب َفۡيَك ُۡمَهقَۡوف ِٓءاَم َّسلٱ َىِلإ ْآوُُرظَني َۡمَلَفأ٦ 
Meaning: 
“Have they not looked at the heaven above them, how We have   
made it and adorned it, and there are no rifts in it? (Qaff 50: 6)”. 
The importance of learning process is supported by teaching of Islam. 
Islam is a religion which establishes compulsory education with the 
following Hadith: 
 َُبَلطِمْلِعْلاةَضْيَِرفَىلَعِّلُكٍمِلْسُمٍةَمِلْسُمَو 
The Meaning: “Seek knowledge is obligation for Moeslim”. 
According to Huyen, “games have been shown to have advantages 
and effectiveness in learning vocabulary in various ways. First, games bring 
in relaxation and fun for students, thus help learn and retain new words more 
easily, second, games usually involve friendly competition and they keep 
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learners interested. These create the motivation for learners of English to get 
involved and participate actively in learning activities. Third, vocabulary 
games bring real world context to the classroom, and chance student’s use of 
English in a flexible and communicative way. From the statement above, 
games have a significant to increase vocabulary learning in the classroom. 
Based on the explanation all above, it can be seen the significant of 
using game in the teaching and learning process, especially in the teaching 
and learning vocabulary. 
b. The Principle of Word Chain Game 
 The principle of word chain technique as follows: the first, actually 
the students know meaning a word. The second, in teaching vocabulary is 
intentional in nature, the next is the students should select the words that do 
not fit into list and giving reason for their choices. It means words that 
student use or choose can easier to learn or understand and of course the 
words the students use should general or familiar for them. And the last, the 
important point is correct the meaning of word and the students are divided 
into several group to facilitate discussion. It means that all the principle of 
this game to make understand first about vocabulary and how they play. 
c. The Design of Word Chain Game 
 The design of word chain game of using quasi experimental method 
because focus on the group discussion. Researcher expects that playing game 
in connected word can success in using game in class. Using game as using 
quasi experimental method make students close each other and can know 
how they mastery in vocabulary. 
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d. The Procedure of Word Chain Game 
 Word Chain Game takes the important roles from the teachers and 
the students. Without a teacher and students, this game will not be able to 
apply in the context of teaching language learning. Firmansyah and Adi state 
that when the Word Chain Game is played in a class, the first player is most 
likely the teacher and is followed by the rest of the class. In the class, the 
teacher can control the students to play this game that related to the theme 
that has been given by the teacher and the teacher can also be a first player 
followed by all of the students in the class. According to Aryani, “it is 
recommended that teachers begin by dictating the words, and then challenges 
to come up with another way to solve the three and four letters word chain, 
while alternative solutions for the five letters word chain are more limited”. 
It means that to make students increase in vocabulary should use problem 
and solving in vocabulary. 
The word chain game was invented in the late 19th century by Carroll, author 
of Alice in Wonderland. He also states that word chain is a kind of game 
purposing to improve the players’ ability in mastering vocabulary or words. 
Furthermore, Hemscott states that, “it is also an aid to spelling, playing word 
games help create an interest in words and their spelling”. As Decure states 
that word chain is a game in which the end of one word is the beginning of 
the next one. In addition, Vetter states that, word chain is a list of words 
where each word differs from its neighbor by exactly one letter. 
  In playing word chain game, the participants are able to use the last 
letter of previous word to create a new word. In this game, the player must write 
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a word that begins with the last letter of the previous word, as in the following 
example: Love– Eat – Tea – Apple--Ear and so on. It should be related with 
environment in education. 
  According to Rini, the steps of Word Chain game as follow; For the 
first step, Determine the category of the word you will play. For example: Fruit. 
The next, point out one player to say one word about fruit. For example: Banana. 
Then, the next player should say the name of other fruit which begin with the 
last letter of the previous word. For example: Avocado. Next, the third player 
said Orange and so on. Next, the player that could not answer should out of the 
game. 
  According to Eichel, in playing Word Chain Game, each of words 
does not allow to be repeated. It means in playing this game, students will 
produce the new English words and they will hear the pronounce of the new 
words from their friends or from the other students. In other words, they will be 
familiar and know the words they have never heard before. 
  In other words, when this game is applied in the teaching learning 
process, the teacher needs to help the students. 
e. The Advantages of Word Chain Game 
  There are some experts’ statement dealing with the advantages of 
game and word chain game. 
1. Game 
 According to Agoetiowati, “games allow students to: work co-
operatively, compete with each other, strategize, think in a different way, 
compare and share knowledge, learn from others, learn from mistakes, 
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work in a less stressful and more productive environment, and allow people 
to have fun”. It means that games make easy to learn what the students 
needed in learning study. Hadfield in Desri stated that the main focus of 
using games in class is to help students learn and have fun. 
2. Word Chain Game 
 Carroll (2007) states that, word chain is a kind of game purposing to 
improve the players’ ability in vocabulary or words. It means that with 
playing game make students easy to increase their ability in comprehend 
the words. 
 Hemscott (2007) states that, “it is also an aid to spelling, playing 
word games help create an interest in words and their spelling. Of course 
make students easy to spell. 
 Based on the experts’ statement above, it can be concluded that there 
are many advantages of game and word chain game. The advantages of 
game are to allow students to: work co-operatively, compete with each 
other, strategize, think in a different way, compare and share knowledge, 
learn from others, learn from mistakes, work in a less stressful and more 
productive environment, and allow people to have fun”. And the benefit of 
word chain game is to increase the players’ ability in mastering vocabulary 
or words. 
f. The disadvantages of Word Chain Game 
  This game is need high concentrate, focus, and understanding of the 
test, because there are many clues to help the students while doing the chain 
word. So, if the students have low understanding in doing this chain word, 
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they can’t do this chain word well. There will be many blanks in chain word. 
Thus, the students can’t improve their vocabulary. 
C. Conceptual Frameworks 
 The theoretical Framework underlying in this research is given in the 
following figure: 
 
 
 
 
 
 
 
 
 
Figure 1 Conceptual Frameworks 
Based on framework above, the researcher was taught vocabulary in two 
classes. First is experimental class and the second is control class. In experimental 
class, the researcher was used word chain game in teaching vocabulary. It is quite 
different from control class; the researcher was used conventional way strategy in 
teaching vocabulary. 
D.  Hyphothesis 
 (Sugiyono 2010: 95) states that A hypothesis is a temporary answer to the 
research problem formulation, where the formulation of the research problem has 
been stated in the form of a statement. Temporarily said, because the answers 
Controlled Class Experimental Class 
Conventional Way 
Strategy 
Word Chain Game  
The Increase of Students’ 
Vocabulary 
Teaching Vocabulary 
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given are only based on relevant theory, not based on empirical facts obtained 
through data collection. Research that formulates hypothesis is quantitative 
research. Remember that the hypothesis is a temporary answer to the formulation 
of the problem and the hypothesis to be tested is called the working hypothesis. 
The opposite is the null hypothesis (nil). The Working hypothesis is based on a 
theory that is deemed reliable, while the null hypothesis is formulated because 
the theory used is still of doubtful reliability. 
 Based on the title of this research, the researcher formulates the result 
possibilities into the following hypothesis. 
H1 : Word Chain Game has the influence on increasing students’ 
vocabulary   the eighth grade students’ at MTs Barana Jeneponto. 
H0 : Word Chain Game has no influence on increasing students’              
vocabulary the eighth grade students’ at MTs Barana Jeneponto. 
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CHA PTER III 
RESARCH METHOD 
This chapter explains the research tradition or paradigm used to reveal the 
focus issues in this research. It contains of research design, research variables, 
population, sample, research instruments, data collection procedures, data analysis 
techniques, testing hypothesis and statistics procedures employed in this research. 
A. Research Design 
The research used quasi experimental method with non equivalent control 
group design. Sugiyono (2014) states that A quasi-experimental developed true 
experimental design which is difficult to do it. This research applied non equivalent 
Control Group Design as the design. This design is exactly like pre-test post-test 
control group design except that there is no random assignment into group 
(Sugiyono, 2014: 79). The purposes of this method to find out the influence of 
students’ vocabulary by using word chain game. The researcher was found the 
influence of students’ vocabulary by using and without using word chain game. The 
researcher can see how the students develop the passage or paragraph that the 
researcher gives. 
The design was follow: 
 
 
 
Where:    
  01  = pre-test for experimental group 
  02 = post-test for experimental group 
Experimental Group:   01 X  02 
Controlled Group:   03  04 
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  03 = pre-test for controlled group 
  04 = post-test for controlled group 
X  = treatment 
(Sugiyono, 2010: 79) 
This design took two classes at the eighth grade of MTs Barana Jeneponto 
which divided as experimental class and controlled class. Experimental class applied 
Word Chain Game in treatment and the controlled class received usual treatment or 
conventional way strategy as the habitually of the teacher and students in learning 
process. Both groups were given pre-test and post-test 
B. Research Variables 
The research was focused on the study of the influence of  treatments, in 
accordance with what Arikunto explained in his book (2013) that there are two 
variables, Independent and dependent variables. 
1. Independent Variable  
  Schreiber & Asner-self (2011) defined Independent variable (X) is a 
variable that is stated to cause some outcome. In this research, the 
independent variable is the influence of Word Chain Game. 
2. Dependent Variable 
Also, according to what Schreiber & Asner-self (2011), dependent 
variable (Y) is the outcome of the independent variable; it is the effect. The 
dependent variable observes of this research is increase students’ vocabulary. 
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C. Population and Sample 
1. Population  
Based on Arikunto (2013) population is all subjects in the research. In 
addition, Creswell (2012) defines population or target population as a group 
of individuals who have the same characteristic or with some common 
defining characteristic that the researcher can identify and study. The 
population of the research was all of the eighth grade students of MTs 
Barana Jeneponto. The eighth grade students at MTs Barana Jeneponto have 
two classes. The first class was VIII A there were 27 students and the second 
class was VIII B there were 33 students. The total number of population was 
60 students. 
2. Sample 
Mcmillan and Schumacher (1984) stated that the sample is a group of 
subject selected from the population. In addition, according to Arikunto 
(2013: 174) sample is most of representative of who are researched. The 
researcher was selected purposively the students in two classes as sample and 
the number of students from each class was 20 student, 20 students as 
experimental class and 20 students as control class. So, the total number of 
the sample was 40 students. 
D. Research Instrument 
According to Arikunto (2013) research instrument is a tool that was selected 
and used by researcher in carrying out their activities to collect data so that the 
activity becomes systematic and facilitated by it. The instrument of the research 
that the researcher used wa test. Test is the collection of questions that are useful 
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also as a means of measuring certain variables in the form of capabilities, skills, 
intelligence, attitudes or talents possessed by individuals or groups.  
The kind of test is fill in the blank. The test consisted of 20 items of 
vocabulary infill in the blank. Then order the students to choose the best answer 
to the test, the post was the same as the pre-test. 
E. Data Collection Procedures 
To collect data, the researcher used some procedures as follows, such as 
pretest, treatment, and post-test. 
1. Pre Test 
Before giving treatment, the students’ were given pre-test to know 
the students comprehension. It intended to see the students’ prior 
knowledge on vocabulary. 
The stages in giving pre-test to the students: 
a) The researcher asked the students to pay attention. 
b) The researcher explained about the purposes of the research. 
c) The researcher explained the instrument given to the students. 
d) The researcher asked the students to do the test. 
2. Treatment 
After giving pre-test, the students were treated for six meeting in 
class VIII A by implementing the Word Chain Game. There were some 
explanations of the treatment that have the researcher taught word chain 
game in the experimental class. 
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The first treatment was conducted at Monday, 8th April 2019. The 
first topic is about Word Chain Game. It was the first day the researcher 
came in their class with some steps as the following: 
a. The researcher opened the class by riciting salam and basmalah. 
b. The teacher checked attendent list of students. 
c. The researcher explained little about what is word chain game. 
d. To get additional materials telling about word chain game, the 
researcher has given them homework to memorize some words based 
on researcher’s instruction about Zoo Keeper. 
The second treatment was conducted on Wednesday, 10th April 2019. 
The second topic is about Zoo Keeper. It was the second day the 
researcher came in their class with some steps as  the following: 
a. The researcher opened the class by riciting salam and basmalah. 
b. The researcher invited the leader to pray before beginning the 
materials. 
c. The researcher explained what have been the students read and 
memorize in additional book. 
d. The researcher has given the students text about Zoo Keeper. 
e. The researcher asked students to read more.  
f. The researcher asked one student to memorize vocabulary what he/she 
has been read. 
g. The researcher has given a paper assignment that the students should 
answer.  
h. The researcher made a conclusion. 
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i. The researcher asked stundents to open the book then they got 
additional material then they were integrated with face-to-face 
learning activity in the next meeting. 
The third treatment was conducted on Monday, 15th April 2019. The 
third topic is about When I was a Child. It was the third day the researcher  
came in their class with some steps as the following: 
a. The researcher opened the class by riciting salam and basmalah. 
b. The researcher invited the leader to pray before beginning the 
materials. 
c. The researcher explained what have been the students read in 
additional book. 
d. The researcher has given the students teks about When I was a Child. 
e. The researcher asked students to read more.  
f. he researcher asked one student to explain and memorize vocabu lary 
what he/she has been read. 
g. The researcher has given a paper assignment that the students should 
answer. 
h. The researcher made a conclusion.  
i. The researcher asked stundents to open the book then they got 
additional online material then they were integrated with face-to-face 
learning activity in the next meeting. 
The fourth treatment was conducted on Thursday, 18th April 2019. 
The fourth topic is about one of game about word chain. It was the fourth 
day the researcher came in their class with some steps as the following: 
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a. The researcher opened the class by riciting salam and basmalah. 
b. The researcher invited the leader to pray before beginning the 
materials. 
c. The researcher explained what have been students do in the game. 
d. The students got explanation about “game”. 
e. The researcher divided students consisted of 5 members in a group. 
f. The researcher asked students to quick answer. Because who has 
finished the they were the winner in this game. 
g. Every group competed to win the game. 
h. The researcher made a conclusion.  
i. The researcher asked stundents to open the blog then they got 
additional material then they were integrated with face-to-face 
learning activity in the next meeting. 
https://books.google.co.id/books?id=y2bhBAAAQBAJ&printsec=fron
tcover#v=onepage&q&f=false 
The fifth treatment was conducted on Monday, 22nd April 2019. The 
fifth topic is about Word Chain stair Puzzle. It was the fifth day the 
researcher came in their class with some steps as the following: 
a. The researcher opened the class by riciting salam and basmalah. 
b. The researcher invited the leader to pray before beginning the 
materials. 
c. The researcher explained what have been the students read in 
additional online. 
d. The students got teks about Word Chain stair Puzzle. 
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e. The researcher asked students to read more.  
f. The researcher asked one student to explain what he/she has been read. 
g. Every students got a paper assignment that should be answered.  
h. The researcher made a conclusion. 
i. The researcher asked stundents to open the blog then they was got 
additional material then they were integrated with face-to-face learning 
activity in the next meeting. 
The sixth treatment was conducted on Saturday, 24th April 2018. The 
sixth topic is about A pile of gold . It was the last day the researcher came 
in their class with some steps as the following: 
a. The researcher opened the class by riciting salam and basmalah. 
b. The researcher invited the leader to pray before beginning the 
materials. 
c. The researcher explained what have been the students read in 
additional online. 
d. The students got a teks about A pile of gold. 
e. The researcher asked students to read more.  
f. The researcher asked one student to explain what he/she has been read. 
g. The researcher has given a paper assignment that the students should 
answer.  
h. The researcher made a conclusion. 
3. Post Test 
 Post-test have been given into both classes, the function of this post-
test is to find out there was any improvement in reading ability between 
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experimental class which had been given treatment with controlled class 
is not got any treatment. 
The stage in giving post-test: 
a. The researcher told the students that there is a test they have 
donenamely post-test. 
b. The researcher has explained about what they have to do in the test. 
c. The students begun would do the test individually. 
F. Data Analysis Techniques 
The researcher collected the data through pre-test and post-test analyzed 
with the following formula: 
1. Scoring the students of pre- test and post-test by using this formula score: 
P =     f   X 100 
        N 
 Where: P = Rate percentage 
  F = Frequency of the correct answer 
  N = the total number of students 
2. Classifying the students’ scores using the following scale: 
Score 91 – 100  : Very Good 
Score 76 – 90 : Good 
Score 61 – 75 : Fair 
Score 51 – 60 : Poor 
Score less than 50 : Very Poor  
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(Gay, 2016) 
3. Finding the value of the average (mean)  
  = 
Ʃ𝑋
𝑁
 
Where:  
  = Mean score   Σx = The sum of all score 
N = The number of students 
(Gay, 2016: 504) 
4. Find the sum of squared of deviations 
SD =√
𝑆𝑆
𝑁,
, where SS = ƩX2 -
(Ʃ𝑋)2
𝑁1
 
Where:  
SD : Standard Deviation 
SS : The sum of square 
N : Total number of the subject 
ƩX2 : The sum of all square, each score is squared and all the squares 
added up 
(∑𝑋)2 : The square of the sum; all the scores are added up and the sum is 
square, totals 
       (Gay, 2016:507 & 515) 
5. Find t-count value 
𝑡 =
x̅1 − x̅2
√(
SS1+SS2
n1+n2−2
) (
1
n1
+
1
n2
)
 
Where: 
t :test of significance 
x̅1 : Mean score of experimental group   
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x̅2 : Mean score of controlled group  
SS1         : Sum square of experimental group  
SS2 : Sum square of controlled group   
n1 : Number of students of experimental group  
n2 : Number of students of cotrolledgroup 
 
 
2 : The number of class involved 
1 : Constant number  
(Gay, 2016: 533) 
6. Testing the Hypothesis 
After getting the t-count value then the next step is test the 
hypotheses by comparing the value of t-test and t-table. Hypothesis testing 
applicable are:  
 If the value t count › t table, then H₁ is received while Ho is rejected.  
 If the value of t count‹ t table, then H₁ is rejected while Ho accepted. 
  
 (Gay, 2016: 533) 
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CHAPTER IV 
FINDING AND DISCUSSION 
This chapter generally presents the findings of the research which are 
presented as data description, and the discussion of the findings reveals argument 
and further interpretation of the findings. In this chapter, the researcher analyzed the 
data consisting of the result of pre-test and post-test not only in experimental class 
but also control class. 
A. Findings 
The findings of the research were based on the results of the data analysis. 
The data analysis was used to collect data. The test consisted of pre-test and 
post-test. The pre-test was given to find out the students’ background knowledge 
on vocabulary before presenting Word Chain Game and the post-test was given to 
find out the increase of the students’ vocabulary after giving the treatment. 
1. The Classification of Students’ Pre-test and Post-test Scores in Experimental 
Class  
The table 1 and 2 showed that, the classification of the students’ 
vocabulary at the eighth-grade students of MTs Barana Jeneponto in pre-test 
and post test scores in experimental class. 
Table 1.4 
The Rate Percentage of Score Experimental Class in Pre-Test 
No. Classification  Score Frequency Precentage  
1. Excellent 96-100 0 0% 
2. Very good 86-95 0 0% 
3. Good 76-85 0 0% 
 
33 
34 
 
 
 
4. Fairly good 66-75 0 0% 
5. Fair 56-65 1 5% 
6. Poor 46-55 13 65% 
7. Very poor 0-45 6 30% 
Total 20 100% 
 
Table 1 shows that, the rate precentage and frequency of the student’s 
experimental class in the pre-test, the students got neither excellent and nor very 
good score, good score, fairly good and 1 (5%) student got fair score, 13 (65%) 
students got poor score and 6 (30%) students got very poor score. It means that, 
the students’ score before given treatment were low.  
Table 2.4 
The Rate Percentage of Score Experimental Class in Post-Test 
No. Classification  Score Frequency Precentage  
1. Excellent 96-100 0 0% 
2. Very good 86-95 1 5% 
3. Good 76-85 2 10% 
4. Fairly good 66-75 4 20% 
5. Fair 56-65 10 50% 
6. Poor 46-55 3 15% 
7. Very poor 0-45 0 0% 
Total 20 100% 
Table 2 shows that, the post-test there were 1 (5%) student got very good, 2 
(10%) students got good score, 4 (20%) students got fairly good score, then 10 (50% 
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students got fair score, 3 (15%) students got poor score and there was not student 
got very poor score. It means that, the using of word chain game was effective to 
improve students’ vocabulary.   
Based on the result above, it can be concluded that, the rate percentage in 
post-test was higher than the rate percentage in pretest. 
2. The Classification of The Students’ Pre-Test and Post-Test Scores in 
Controlled Class.  
The following table (table 3 and 4) showed that, the classificaion of the 
students’ vocablary at the eighth grade of  MTs Barana Jeneponto in pre-test and 
post-test scores in controlled class.  
Table 3.4 
The Rate Percentage of Score Controlled Class in Pre Test 
No. Classification  Score Frequency Precentage  
1. Excellent 96-100 0 0% 
2. Very good 86-95 0 0% 
3. Good 76-85 0 0% 
4. Fairly good 66-75 0 0% 
5. Fair 56-65 4 20% 
6. Poor 46-55 10 50% 
7. Very poor 0-45 6 30% 
Total 20 100% 
 
Table 3 shows that, the pre-test there none of the students (0)% got in 
excellent,very good score, good score, and fairly good. There were 4 (20%) students 
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got fair score, 10 (50%) students got poor score, and 6 (30%) students got very poor 
score. It means that, the students’ score before giving treatment was very low 
Table 4.4 
The Rate Percentage of Score Controlled Class in Post-Test 
No. Classification  Score Frequency Precentage  
1. Excellent 96-100 0 0% 
2. Very good 86-95 0 0% 
3. Good 76-85 1 5% 
4. Fairly good 66-75 2 10% 
5. Fair 56-65 8 40% 
6. Poor 46-55 8 40% 
7. Very poor 0-45 1 5% 
Total 20 100% 
 
Table 4 shows that, the post-test there none of the students (0) % got in 
excellent and very good score, 1 (5%) student got good, 2 (10%) students got  fairly 
good. There were 8 (40%) students in  Fair and Poor got same score and, 1 (5%) 
student got very poor score. It means that, the students score in post-test also was 
high a little than pre test in control class. 
3. The Mean Score and Standard Deviation of Experimental Class and 
Controlled Class.  
After calculating the result of the students’ score, the mean score and standard 
deviation of both classes can be presented in the following table: 
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Table 5.4 
The Mean Score and Standard Deviation of Experimental Class and Controlled 
Class in Pre-Test and Post-Test 
Class Mean score 
 
Range Standard Deviation  
Pre-test Post-test Pre-test Post-test 
Experimental 50.5 65.5 -15 7.327 10.374 
Control 51.25 57.5 -6.25 8.091 9.934 
 
 The table 5 shows that, the mean score of experimental class in pre-test was 
(50.5) and the standard deviation of experimental class was (7.327), and the mean 
score of controlled class in pre-test (51.25) and its standard deviation was (8.091). 
While the mean score of experimental class in post-test was (65.5) and the standard 
deviation of experimental class was (10.374), the mean score of controlled class was 
(57.5) and standard deviation was (9.934). It can be concluded from both of the 
tests; the experimental class gained the greater mean score than controlled class.  
 The significance score between experimental score and control class can be 
known by using the t-test. The result of the t-test can be seen in table 6.  
Table 6  
Variable t-test value t-table value  
Post-test  2.492 2.042 
the table above showed that t-test value was greater than t-table. The result 
of the test showed there was significant difference between t-table and t-test (2.492 
›2.042), it means that, t-table was smaller than t-test.  
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 The result of the t-test statistical analysis showed that, there was significant 
difference between the experimental class which got treatment by using Word Chain 
Game with controlled class who taught by conventional way strategy. The statement 
was proved by the t-test value (2.492) which was higher than t-table value (2.042), 
at the level of significance (𝛼) 0.05 and degree of freedom (df) 38. 
B. Discussion 
 Based on the finding above, it can be concluded that the influence of word 
chain game to increase the eight-grade students' vocabulary at MTs Barana 
Jeneponto was effective. There are several points that make Word chain game 
was effective. They are: the student was able to memorize many new vocabulary  
using word chain game. The researche can increase students’ motivate and 
confidence by giving them opportunity to demonsrate their mind in front of class. 
Using Word Chain Game made the students’ comprehension clear because the 
students not only learned the abstract material through explanation but also they 
could improve their other English competence, they are morphology and 
grammar. It could help the students to understand learning material expanding 
their words that they had found. The students were easy to overcome their 
problems in learning because they were able to share and look for solutions in the 
class accompanied by the researcher. The students were not only enjoying the 
procedure but also they gave full attention because they had been given 
opportunity to do it by her/himself. 
 They also got less difficulty in modifying the words they had found, 
identifying the class of words, and using it in appropriate context. The students 
found it easier to learn vocabulary in the classroom. The students were more 
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active and enthusiastic to join the meaningful and contextual activity. They 
learned to share and co-operate each other in communicative activity in the 
classroom. 
Some definitions about word chain also was explained by Cullen-Trussell 
(2012:4) said that, Word Chain Games is one of fun, enjoyable and creative 
games which it plays with words. Word Chain Game can make very interesting 
classroom displays. Playing Word Chain Game is one way to get to know new 
people and become comfortable with new surroundings. Westley (2004:4) said 
that, Word Chain Game is the game to build words from other words to help 
children to grow in their understanding of words and spelling patterns. Ball 
(2012:59) said that, Word Chain Game is a brilliant game designed for kids to 
build and enhance their vocabulary skill. So, this game is challenging enough to 
perform with any group of children of any age. And it is useful if you want to 
review some vocabulary you have previously introduced. Word Chain Game can 
also develop oral language and improve writing skill. It can help children with 
spelling and grammar skills, punctuation, and creativity. As a result, Word Chain 
Game practices in logic and thinking of students, gives the prompt feedback, and 
develops their appetite for further learning. 
The researcher can conclude from above findings and theory that Word Chain 
Game is a game that is suitable to be applied in class or outside the classroom in 
teaching vocabulary in the eighth grade of MTs Barana Jeneponto. The results of 
this study indicate that this word chain game has an influence on the increase in 
memorizing vocabularies in the reading and the text given. This game is 
deliberately taken and used as a way to attract students so that they understand 
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English is not difficult as said people out there. They were also taught to 
maximize the internet in the use of network-based electronic dictionaries on 
mobile phones to the maximum so that they did not view mobile phones as mere 
means for chatting, selfie, and watching youtube. So, they are more addicted to 
using mobile phones with maximum learning. 
The researcher found that applying Word Chain Game was effective in 
increasing the students’ vocabulary (see the table 2 and table 4). It was indicated 
by the total pre-test of experimental group that was 1.010 with the mean score 
50.5 (Fair) and the post-test was 1.310 with mean score was 65.5 (Fairly Good). 
Meanwhile, the total of the pre-test and post-test of the controlled group was 
1.025 with the mean score was 51.25 and it’s the post test was 1.150 with mean 
score 57.5. The result of the t-test both groups, experimental and controlled group 
was higher than t-table result 2.492 › 2.042). 
The researcher concluded that the using of Word Chain Game in teaching 
vocabulary is effective. It was proved by the result of the data analysis after being 
with t-table (2.042) with the t-test (2.492). 
To sum up, based on the result of this study, which showed the students’ 
scores were higher after the treatment in experimental class using Word Chain 
Game. The use of Word Chain Game for teaching English was surely beneficial to 
increase students’ vocabulary. In summary, the researcher asserted that Word 
Chain Game was important to apply on teaching English vocabulary. 
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CHAPTER V 
CONCLUSSION AND SUGGESTION 
 This chapter consists of two parts. The first part deals with conclusion of the 
finding, and the second part deals with suggestion. 
A. Conclusion 
From the discussion in previous chapter, the researcher concluded that Using 
Word Chain is more inflential for being implemented than conventional way 
strategy because Word Chain Game increased the students’ vocabulary. The 
students’ vocabulary mastery before using Word Chain Gamel was very poor (6 
or 30%). It was different from the students’ vocabulary after using Word Chain 
Game. 
The data analysis there was significant improvement of the students’ post-
test of experimental class from 20 students, where there was not student got 
excellent. There was 1 (5%) student got  very good score, 5 (25%) students got 
good score, 5 (25%) students got fairly good score, 2 (10%) students got good 
score 4 (20%) students got fairly good score, 10 (50%) students got fair score, 3 
(15%) students got poor score  and there were not students got very poor score.  
The main score of the students increased from the Fair (50.5) become fairly 
good (65.5). The test value was 2.492 and the table was 2.042, it means that H1 
was accepted explaining that Word Chain Game is effective to increase 
students’ vocabulary at the eighth grade of MTs Barana Jeneponto. The null 
hypotheses (H0) was rejected. So, using Word Chain Game is possible to make 
students using their phone not only for chatting, streaming videos and playing 
games, but also using their phone to learn. Word Chain Game also give 
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opportunities for development of teachers, learners and learning itself. Those 
opportunities can increase students’ motivation and responsibility, a student-
centered approach based on individualization, and also accepting the new and 
dynamic learner’s and teacher’s roles. 
B. Suggestion 
Considering the conclusion above, the researcher puts forward some 
suggestions as follows: 
1. For the Teacher or Lecturer 
In teaching/learning activity, especially in vocabulary, the teacher or 
lecturer could give the materials using Word Chain Game in order to 
students interested to learn English. Using this method possible to make 
students not only using their phone for chatting, streaming videos and 
playing games, but also using their phone to learn and search vocabulary. 
based on teacher's instruction.  
2. For the Next Researcher  
For the next researcher who needs to conduct similar research and 
subject teacher who wish to implement word chain game in their classes. 
Since this study was contributing to enrich students' vocabulary, so the 
researcher should innovative in teaching the students in order to the aim 
of this research is successful. 
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